











Precautions 

• This disc contains software for the PlayStation®2 computer entertainment system. Never use this disc on any other system, as it could 
damage it. • This disc conforms to PlayStation®2 specifications for the PAL market only. It cannot be used on other 
specification versions of PlayStation®2. • Read the PlayStation®2 Instruction Manual carefully to ensure correct usage. • When 
inserting this disc in the PlayStation®2 always place it with the required playback side facing down. • When handling the disc, do not 
touch the surface. Hold it by the edge. • Keep the disc clean and free of scratches. Should the surface become dirty, wipe it 
gently with a soft dry cloth. • Do not leave the disc near heat sources or in direct sunlight or excessive moisture. • Do not use an 
irregularly shaped disc, a cracked or warped disc, or one that has been repaired with adhesives, as it could lead to malfunction. 


Health Warning 

For your health, be sure to take a break of about 15 minutes during every hour of play. Avoid playing when tired or suffering from lack 
of sleep. Always play in a well-lit room, sitting as far from the screen as the cord will allow. Some people experience epileptic seizure' 
when viewing flashing lights or patterns in our daily environment. These people may experience seizures while watching TV pictures r 
playing video games. Even players who have never had any seizures may nonetheless have an undetected epileptic condition. Consul 
your doctor before playing video games if you have an epileptic condition or immediately should you experience any of the follown■ 
symptoms during play: dizziness, altered vision, muscle twitching, other involuntary movements, loss of awareness of your surroundinq 
mental confusion, and / or convulsions. 


PIRACY 

The unauthorised reproduction of all or any game part of this product and the unauthorised use of registered trademarks are likely t 
constitute a criminal offence. PIRACY harms Consumers as well as legitimate Developers, Publishers and Retailers. If you suspect thi> 
game product is an unauthorised copy, or have any other information about pirate product, please call your local Customer Service 
number given at the back of this Manual. 


See back page of this manual for Customer Service Numbers. 
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LIMITED WARRANTY 
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1 or 2 Player • Memory Card (8M6l (for PlayStation®2): 170KB minimum • Multitap (for PlayStation®2l adaptable 1 - 4 Players • Keyboard Compatible 
Analog Control Compatible: all buttons • Vibration Function Compatible • Mouse Compatible 
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PLAYSTATION 2 CONSOLE 



Set up your PlayStation 2 computer entertainment system according to the 
instructions in its instruction manual. Make sure the MAIN POWER switch 
(located in the back of the console) is turned on. Press the <!) / RESET button. 
When the (!) indicator lights up, press the = button and the disc tray will 
open. Place the Red Faction®II disc on the disc tray with the label side 
facing up. Press the - button again and the disc tray will close. Attach 
game controllers and other accessories, as appropriate. It is advised that you 
do not insert or remove accessories once the power is turned on. Please make 
sure there is enough space on your memory card ( 8 MB) (for PlayStation®2) 
before commencing play. Follow on-screen instructions and refer to this 
manual for information on using the software. 
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ANALOG CONTROLLER (DUALSH0CK®2) CONFIGURATIONS . 

(in-game default configuration) * 

L2 button —Throw Grenade — 

LI button —Alternate Fire 


- R2 button— jum^rCgJf 

R1 button —Primary 'iit&rjj, 



directional buttons - 

f —Check Objective Status 
.J, —Toggle Night Vision On/Off 
4 "—Previous Grenade Type 
^ —Next Grenade Type 

left analog Stick —Player Movement - 
(L3 button when pushed down) 

L3 —Crouch 

SELECT button —Options Menu - 

ANALOG mode button 



A button 
O button 
X button 
□ button 


! START button —Pause - 

right analog stick— Pitch/Tum 

(R3 button when pushed down) 


A button 

-Reload 

O button 

-Next Weapon 

X button 

-Action/Use 

□ button 

-Previous Weapon 




NOTE: 


These are the default controls for controlling Alias when the 
player is on-foot. 


You can customize these controls by 
then “Controller” jromAhc Mfti 
information 
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HEADQUARTERS SOPOT INTERIOR FORCES 


INTRODUCTION 

Nano-technology. '^d^tolen^a^a^^htil 

> Xr/top demons expert, obtained the technology 
for the Republic of the Commonwealth. 


Chancellor Sopot used nan ^^°o^LTthTtavest 
Alias and two thousand o ers who we re stronger, 

volunteers into super sol e j, h n s opo t began 

faster, ana <* 

- **° *" a a .strov.aavaia ^ 

Elite guard. - 


ana a ^ - »>«“* ^ 

hero, Alias is now a reneg . ° ^ ^ all nano - e nhanced, 

al^ ui^ted* by^their'uniquene^a^^aoommon cause. 
Shrike. A madman with a taste fobSpeed. 


Quill. A killer without a conscience. 
Tangier. Secretive and deadly. 

Repta. The ultimate destructive force. 
Molov. The squad's respected leader. 


And Alias. A hero with a mission. 

Their objective is the elimination of Chancellor Sopot 
for his crimes against humanity^ 






MENU CONTROLS ‘ ‘ * 

! Use the following controls to navigate through Menu Screen^:,"J 

l 

i . i 

m- 

Highlight Menu Item: 

Directional button or Left Analog Stick 

¥ 

Select/Cboose Highlighted Item: 

© button 


•1 Cancel/Return to Previous Menu: 

♦ 

© button 


DEFAULT CONTROLS 

f 1 


© button 

Action/Use 


® button 

Previous Weapon 


<§) button 

Next Weapon 

. 

© button 

Reload 


ED button 

Primary Fire 

. 1 

EE9 button 

Jump 


OB button 

1 

Alternate Fire 


■O button 

Throw Grenade 

r 

L3 button 

Crouch 


'directional button f 

Check Objective Status 

; V - '* 

directional button \ 

Toggle Night Vision On/Off 


directidoal button ◄- 

Previous Grenade Type 

f/ 

directional buttons 

Next Grenade Type 


left analog stick 

Player Movement 

| 

right analog stick 

Pitch/Tum s 


.► button 

Pause 

| 

< 

y 

i l „ • •- ♦ i • 

)."■ “ ut,on 

- - - - ' . ' . V* 

Options Menu v y* >: 

h: 


w 

V'. . -V. 1 

• rV , ' s * * A - 

v-ji 

ti 

I-—***-"" ■ ■ ■ ■ 
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SINGLE PLAYER: 

Enables the user to start a new single player game or resume a previously 
saved game. Beginning a new game will also enable the user to select a 
desired difficulty level: Easy, Medium, or Hard. 



Starting a new game without first creating or loading a 
Player Profile will result in gameplay that cannot he saved. 
For more information , see the section entitled “SAVING and 
LOADING” on page 9. 


MULTIPLAYER: 

Select this option to begin a multiplayer game. See page 15 for 
more information. 


i 






PROFILES: 

Profiles are user-customized characters and control configurations. This 
option enables users to access, create, delete or copy a profile to a memory 
card (8MB) (for PlayStation® 2). Profiles will also keep track of various user 
statistics accumulated during gameplay. A custom profile must be selected 
before playing Red Faction II if the user wishes to save the game's progress. 



★★★ frifT* 





Accept 

Accepts the currently selected profile. 
If you have more than one profile on a 
memory card (8MB) (for PlayStation^), 
use either the Left analog stick or 
directional buttons to scroll though 
available profiles. 


Stats 

Keeps record of the selected profile’s preferred weapon, number of 
shots fired, hit percentage, number of enemy kills, number of headshot 
kills, number of civilian (innocent) deaths, and the current status of 
your “heroics” meter. These stats will change as gameplay progresses. 

Create 

Enables the user to create a new profile. Use either the Left Analog Stick or 
Directional Pad to input a name and then highlight and select “accept". You can store 
a maximum of eight profiles on one memory card (8MB) (for PlayStation®2). 

Delete 

Enables the user to delete a selected profile. 

Copy 

Enables the user to copy the currently selected profile to a newly 
named profile on the same memory card (8MB) (for PlayStation®2) 
(MEMORY CARD slot 1 only) and then select the new profile as the 
current profile. 


NOTE: 



For more information, see the section entitled “SAVING AND 
LOADING GAMES” on page 9. 


OPTIONS: 

Select this option if you wish to change 
the default game settings, audio/video 
settings, and controller configurations. 

EXTRAS: 

1 Select this pptipn to access the game 
• -‘edits,-entfcfiJeawatch unlocked 
tovjes, or vieV Ked: Faction II concept 
art and behind the icehes footage. 



Espy-** 
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You can access this menu by pressing the SELECT button at any time 
while in-game. 

Options 

Takes the player to the “Options” menu while in game. 

Save Progress 

Allows the player to manually save the game’s progress. Selecting this 
option will save the game through the last level section completed. 

Restart Level 

Restarts the level currently being played. 

Main Menu 

Takes the player to the game’s Main Menu. 

Cheats 

Enables the user to enter codes that enable various cheats such as infinite 
ammo and super health. No... we’re not going to give you the codes here. 


5paucc Wr^etir\LA 


l Pressing the START button while in-game will pause the action until the 
START button is pressed again. While the game is paused, the player will 



see a vajp^ty of game stats. These stats are saved to your profile: 


Kills: 

The number of enemy kills the player has received. 

jr 

Civilian Deaths: 

The number of civilian kills the player has recorded. 


Shots Fired: 

The total number of shots the player has fired with 
all weapons. 

k l 

4 * \ A 

Hit Percentage: 

The percentage of hits to misses the player has recorded. 


** .1* 

. Shows' the player? most used weabon.*>^' *v ^ 

■ 

l 


Shows the player’s “herojKjt p ' ' [ ■ 



2&e iumi-jci ai-jcJ £_aacH'nep 4Sai 


Saving 

Red Faction II will automatically save your progress every time a level 
section is completed. You can manually save your progress by going to the 
In-game menu and selecting “Save Progress”. If this option is chosen, the 
game will save your progress up through the last level section that is 
completed. 

Loading 

To load and continue play from a previously saved game, use the “profiles” 
option from the Main Menu. When “Profiles” is selected from the Main 
Menu, all your previously saved Profiles will be loaded from applicable 
memory card (8MB) (for PlayStation®2). 

Once loaded, all your available and saved profiles can be accessed by 
scrolling through the list of named profiles using either the Left 
analog stick or left/right directional buttons. When the desired profile is 
highlighted, press the O button to select. You will then be taken back to the 
Main Menu. At the Main Menu select “Single Player” to choose from a list 
of available single player levels or continue where you last left your game’s 
progress. 


In single player games, all user data is automatically saved and 
loaded from MEMORY CARD slot 1 or MEMORY CARD slot l-A 
(if a multitap (for PlayStation 9 2) is inserted into controller port 
1). In multiplayer games, users are able to save and load data to 
any supported MEMORY CARD slot. 
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The “Heroics” meter plays an important part in the game. When the bar is 
blue, the player’s “heroics” is highest. When the bar is red, the player’s 
“heroics” is lowest. The amount of “heroics” the player has when completing 
the game can determine the ending you receive. Killing civilians will have a 
negative effect on the player’s “heroics”. Finding and completing hidden 
objectives will have a positive effect. 

Occasionally the player will see a red or green star briefly appear in the 
upper left comer of the HUD. The appearance of this star indicates a change 
in the player’s “Heroics” status. A red star indicates a decrease in the player’s 
“Heroics” meter. A green star indicates an increase. 



IJVcii'nii-jej 





When you first begin a single-player game of Red Faction II, you’ll notice that 
certain hints and tips occasionally appear on screen. These tips are designed to 
aid in playing the game. These tips appear when certain 
occur. Press the $ button to close hint windows. 
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Options 



Select this option to toggle ON/OFF weapon crosshairs, HUD messages, • 
vibration function, and weapon switching. When the star-icon is “filled”, the 
corresponding option is on. When the star-icon is “empty,” the 
corresponding option is off. 


Game Prefs 


Crosshairs: 

Toggle weapon crosshairs On/Off 

HUD Messages: 

Toggle NPC HUD messages On/Off 

Hints: 

Toggles Training messages On/Off 

Vibration 

Weapon: 

Toggle weapon vibration On/Off 

Environment: 

Toggle environment vibration On/Off 


y 


















































Weapons 


Auto Switch: Leave on if you want the game to automatically switch 

to designated weapons when picked up. See “Weapon 
Priority” for more information. 

Skip Explosives: When this option is turned off (the default setting), 


When this option is turned off (the default settii 
the game will skip explosive weapons (Grenade 
Launcher, WA.S.P., and Anti-Personnel Weapon) 
when determining auto-switch. 


WEAPON PRIORITY: 

You can also change your “weapons preference” on this screen. This feature 
refers to the order in which the game will automatically switch to newly 
acquired weapons. Weapons placed at the top of the list will receive a higher 
priority than weapons listed below. To change a weapon’s place in this list, 
move the cursor with the directional buttons to highlight the desired 
weapon, then press the © button. Move the selected weapon up or down the 
list with the directional buttons, then press the © button agairi when it’s 
where you want it in the order. 


AUDIO/VIDEO SETTIN6S: 

Access this screen to adjust the volume 
of the game’s effects, music, and voice. 

You can also switch between 
mono/stereo audio and adjust your 
monitor’s brightness on this screen. 

Controller 

Access this screen if you wish to 
customize the controls for Red 
Fad " 

jgggjggl *^ 

~<c>use 

sen if you wish to customize the keyboard and mouse controls 
a USB keyboard and mouse to play the game. 

Adv; 

Access thS^serlen if you wish to adjust 
the sensi^Pity of the x and y^axis for the 
controller or mouse (if yqu are using a 
USB keyboard and mouse tcrplay the - - 
game). You can also invert the default 
setting of the y^axis on this screen. 
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Health — 


Objectives — 


Messages — 




Available Weapons* - ^ 

— Ammo • 

Grenade fypes 


Now that you’ve reviewed the basics, you’re ready to start playing the game! 


THE HUD (HEADS UP DISPLAY) 

The HUD is an essential part of game play and should be monitored closely 
at all times. It communicates to the player vital information: remaining 
health, remaining ammo, objectives, messages from team members and 
available weapons. 



' The upper left corner of the HUD displays how much health Alias has 
remaining. It is made up of two sections: current health and Health 
Kit. The top bar of the health gauge displays how much health Alias 
currently has. As Alias takes damage, this health meter will drain.The 
bottom section of the health gauge displays how much health Alias 
has on reserve. When the bar on the top is fully drained, a Health Kit 
from the bottom section will be taken to replenish Alias’ health to full. 
Each Health Kit can replenish Alias’ health fully one time, and Alias 
can carry only three Health Kit at any given time. When all of Alias’ 
health is depleted (Health Kits included), Alias will die. 




Tip: A? 


maintain a high level of health. 


soldier, Alias is ablqjo jpgcngmte Ij&ilthvver a period dfLime.Jghisxioes ■ K . * 
low on health, find a safe place to hide and wiUtfopypur 1 hWiffv' 
find cxtrcThiealth Kits throughout the garni 




. ; 
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Ammo and Grenade Types 

The upper-right corner of the HUD 
displays how much ammo remains in the 
currently selected weapon and what 
grenade type is selected. The number on 
the left side of this HUD section shows 
how much ammo remains in the weapon 
clip. The number on the right shows how 
much total ammo you have available for 
the selected weapon. When the number on the left reaches “zero”, you will 
need to reload (performed automatically) or press the “reload” button before 
the magazine is empty. 


i 

i 


i 




The graphic and number immediately below the ammo information displays 
what grenade type is currently selected and how many of those grenade types | 
you have remaining. For more information on grenades, see page 39. 

Available Weapons 

The HUD can also display what weapons Alias has at his disposal. To call up 
the “Available Weapons List” section of the HUD, simply press either the 
“previous weapon” or “next weapon” button commands (® button and 
® button if you’re using the default control configuration). 


Continue to press either the “previous” or “next” weapons buttons to scroll 
through the list and see what weapons are available. Pressing the Primary fire 
button (EXI button in the default configuration) will arm Alias with the 
weapon that is highlighted in the middle of the scroll-box. Pressing the 
ID button will cancel the weapon switch. 


Messages 

Occasionally Alias will receive incoming messages from NPCs. Usually these 
meS^gj&jre from his squad-members. When a message is received, a graphic 
of th£ who is speaking will appear in the lower-left corner of the screen. 

You can d*sab{e the incoming HUD messages from within the “Options” menu. 

Objectftv^ 

At time£;^fi; 


receive objectives he must complete. When a new 
objective i I received or updated, a “New Objective” message will appear on the 
left handj^de of the screen. To view the objectives, press the “Objectives” 
button on your controller (t on the directional buttons if you’re using the 
default control.configuration}: - - " 

You can view objectives at any time in-game by pressing the 


“Objectives” button. 


firm 




UTXuil.'t'iplciyd- 
CONTROLLER SET-UP 

Red Fation™2 allows up to four people to play multiplayer games siml 
via a 4-person split screen. You must have a multitap (for PlayStation®!^ 
order to play multiplayer games with 3 or 4 players. 

For multiplayer games, the controllers can be configured as follows 



Controller port 1: 

Player 1 (for 

2 player only multiplayer games) 

Controller port 2: 

Player 2 (for 

2 player only multiplayer garnet) 

Multitap (for PlayStation®2) 
in controller port 1: 

Multitap (for PlayStation®2) 
in controller port 2: 

controller port 1-A: 

Player 1 

controller port 1: 

Player 1 

controller port 1-B: 

Player 2 

controller port 2-A: 

- r 

Player 2 

controller port 1-C: 

Player 3 

controller port 2-B: 

Player 3 

controller port 1-D: 

Player 4 

controller port 2-C: 

Player 4 

controller port 2: 

N/A 

controller port 2~D: 

N/A 

GAME TYPES 

Choose the type of: 

multiplayer game you wish to play: 

.. > 

Deathmatch 





It’s you versus everyone else. No teams, no rules, just an all-out frag-fest. 
The first player to reach the kill limit or who has the most number of kills 
when the time limit for the game expires (based on your multiplayer game 
settings), wins the match. 

Quick rules for Deathmatch: 


There are none! Kill everyone in sight and try to collect the most 
number of frags. 





. ■ 

•jy 
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Team Deathmatch 

Same as deathmatch, but all participants are on one of two teams. You can 
choose which team to be on at the start of the match. 

Capture the Flag (CTF) 

This team based game pits the Red Team against the Blue Team in a quest to 
capture your opponent’s flag and return it safely to your base for a score. The 
first team to reach the score limit wins the match. 

Quick rules for CTF: 

You can only capture your opponent’s flag and win a point if your flag is 
safe at your team’s home-base. 


If your flag is stolen from your base, you must kill the opponent who has 
captured it and “run over” the flag in order to return it. 

Players will be able to see the location and movement of both team’s flags 
through obstacles if lined up correctly. • 

A dropped flag will return to its base after 30 seconds of inactivity. 


Bagman 

The goal in Bagman is to find the “bag" and hold on to it for as long as 
possible without getting killed. Players receive points for each frag and for 
every second they successfully hold on to the bag. The match is over when a 
player reaches the score limit. 

Quick rules for Bagman: 


Players will be able to see the location and movement of the bag through 
obstacles lined up correctly. 


When the “Bagman” is killed, the “bag” will drop to the floor. Run over it to 
pick it up and become the next bagman. 



-nr 


Arena 

Arena is a “best-of” series where a player must win a pre-detei 
of rounds in order to win the entire match. It’s similar to deatJ 
the game is round based, players cannot respawn after being killed until the 
next round begins, and every player is able to use only a pre-seiected &£'; 
weapon for the entire match. 



Team Arena 

Same as “Arena” except team based. 



Regime 

Regime is a locked multiplayer mode. To access it, you must... ??? 
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MANAGE BOTS 

Red Faction II allows players to create their own bots for use in 
multiplayer games. Users can have a maximum of 5 bots per profile 
saved to a memory card (8MB) (for PlayStation®2). 



New 

Enables the user to create a new hot. 


Load 

Loads all previously created bots from applicable memory cards (8MB) 
(for PlayStation®2) 



Delete 

Dejejtes a selected bot from an applicable memory card (8MB) 
(for PlayStation®2). 


Save 

Saves a newly created bot to an applicable memory card (8MB) 

(for PlayStation®2). Users can save a total of 5 bots on a memory card 
(8MB) (for PlayStation®2). 

Name 

Enables the user to name their bot. 

I 

Model w ' 

Enables the user to select a mode^for a bot. 


1 


Traits 




Enables the user to distribute a pre-determined amount of padjtfs to 
give their bot particular attributes and skills. The higher the point total, 
the greater the attribute. 




Health: 

4 *' 

Determines how much health the bot will have 
when at full health. 4 

Accuracy: 

Determines how accurate the bot will be when firing 
at enemies. 

Agility: 

Determines how much the bot will move around 
when engaged in combat. 

Damage Multiplier: 

Determines how much more damage a bot will 
inflict when using weapons. 

Aggressiveness: 

Determines how aggressive or passive a bot will be 
when engaged in combat. 

Camping Tendency: 

Determines how likely the bot will be to sit and . 
camp when fighting. 


Weapons 

Enables the user to determine the weapon preference for the bot. 

Stats 

Enables the user to view the recorded multiplayer statistics of the 
selected bots. 


NOTE: 

To include a custom-bot in a multiplayer game, you must 


highlight and select one of the computer generated bots that 


appear immediately before a multiplayer game begins, provided 


you have chosen to use bots in the selected game type. 



Press the O button to open the custom-bot list. Use the t / 4- 
directional buttons to scroll through available bots and then press 
the O button to select. The chosen-hot will now replace the 
computer generated bot and appear infhe multi player game. 

% *1 


; ... Uv 


V,. J* 


;V r l; : 
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MULTIPLAYER GAME SETTINGS j 

After choosing a multiplayer game type, you can configure certain options j 
applicable to the game type you have chosen. Not all settings are applicable 
to all multiplayer modes. 


Weapon Prefs: 

Choose to enable or disable weapon availability for 
the match. You can also choose a default weapon for 
players on this screen. 

Weapon: 

Choose the weapon to be used in the arena match. 

Capture Limit: 

Set the number of flag captures for the match. 

Team Damage: 

Toggle team damage On/Off. 

Score Limit: 

Set the end score for the match. 

Disarm Bagman: 

Toggle disarming the bagman On/Off. , 

Kill Limit: 

Set the desired kill limit for the match. 

Players: 

Choose the number of players participating (1-4). 

Bots: 

r 

Choose the number of bots present in the map. The 
maximum number of human and bot opponents you 
can have in any given map is six. 

Time Limit: 

Set the desired time limit for the match. 

Powerups: 

Toggle powerups On/Off. 

Reloads: 

Toggle reloading On/Off. 

UnligtedAmmo: 

Toggle unlimited ammo On/Off. 

D'fflSSfe 

Set the difficulty of the bots to Easy, 

Medium, or Hard. 

Level: 

Scroll through and select an available level. 

Continue; 

Select when all multiplayer game type options 
have been set. 

Rounds: 

-- 

Choose the number of rounds for the match 

— 1 -:--— : - 





PLAYER SETUP 

After configuring your multiplayer options, each human 
will need to either create or load a previously saved 


“Character Name Here": 

Select to choose an available profile, „ 

Name: 

. Select to give your character a name. 

Model: 

Select to scroll through and choose 
an available character model to play as. * 

Options: 

Select to be taken to the Options Menu. 

Reload Profile: 

Select to cause the system to reload Red Faction II 
profiles from MEMORY CARD slot 1. 

Continue: 

Select when your character is finished. 


TEAM SELECTION 

, If you have chosen to play a Team based multiplayer game, you will need to 
designate teams after having completed your player set-up.*Simply use the 
directional button to highlight and select a team member and move them to 
the desired team (either Red or Blue). There must be at least one player on an 
opposing team for the match to begin. 
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MULTIPLAYER HUD j 

Although similar to the single player HUD, the HUD in multiplayer differs | 
slightly Not all of the options described below will be applicable for every 
multiplayer game type. 


PI Health 

I 

- PI Ammo 

PI Rank - 

.... -J 


P2 Health - 

j. . . 

- P2 Ammo 

P2 Rank 

i arJt 

| 'T'' -- 



Health: 

The players current health is displayed in the upper- 
left corner. Full health is too. 

Frags and Rank: 

The player’s current number of frags and overall 
ranking is displayed in the lower left corner. The 
number of frags is immediately to the right of the 
skull icon. The player’s current ranking among all 
players is to the left. 

Ammo: 

The player’s ammo is displayed in the upper right 
corner. The number on the left displays how many 
shells remain in the clip for the selected weapon. 

The number on the right displays how much total 
ammo the player has for that weapon. 

Flag Captures: 

Each team’s number of current flag captures are 
displayed in the lower left corner. 


\ 


MULTIPLAYER POWERUPS 

If powerups are turned “On", the player may occasionally run into items that 
temporarily increase his power and ability. Available powerups are: 


Damage Multiplier: 

Increases the user’s damage 2x for a short 
period of time. 

Leech: 

Enables the user to gain health by shooting 
opponents. Like the Damage Multiplier, this 
w powerup only lasts for a short period of time. 

Slow-Mo: 

Causes Other players to move in slow motion 
for a short period of time. 



t 


Invulnerability: 

Renders the user invulnerable for a .phort 
period of time. 

Super Health: 

Equips the user with double health!. 

MULTIPLAYER IN-GAME MENU 

The multiplayer in-game menu differs slightly from the single player pause 
menu. You can access it at any time during a game by pressing the JS&r, button. 

Profile Options: 

- f " " ' 

Takes the user to the Options Menu. 

Restart Level: 

Restarts the current level with all previously 
selected configurations enabled. 

End Game: 

Ends the game and takes the user to 

the “Game Stats” menu. # 

Resume Game: 

Resumes the current game. 


MULTIPLAYER PAUSE MENU 

As in the single player game, pressing the .► button will pause the game. 


MULTIPLAYER GAME STATS 

At the end of each multiplayer round, you will be presented with a list of 
| stats applicable from the game just played. These stats include number of 
frags, number of deaths and suicides, preferred weapon, and total score. The 
actual types of stats recorded and displayed will be dependent on the 
multiplayer game type played. 

Yoiv alsi) have the option to save your profile at the end of each multiplayer 
game 6ti this screen. 
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Fire one round 


Pistol Whip 


9mm bullets 


Short to Medium 


Primary Fire: 


CSP-19_SEMldtUIQMAHC flSTOL_ 

This basic semi-automatic pistol is a standard issued weapon for many of tl^e armed 
personnel employed by Sopot. This weapon is fairly accurate and can be effective 
against unarmored opponents when used 
properly Although able to pierce body- 
armor, the CSP-19 is not an ideal weapon 
to equip against more resilient enemies. 


Ammo: 


Alternate Fire: 


IlUAL CSP-liLSEMl-AUTOMATIC-PlSIOLS_ 

Same as above, but with twice the firepower. 


Range: 




Ammo: 


Range: 


Fire: 


9mm bullets 


Short to Medium 


Fire one round from right weapon 
-f 


“-*-r--- 

Fire one round from left weapofc ' 




* 
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This military-grade shotgun is capable of delivering extremely powerful tingle-shot 
blasts and inflicts the most damage at close ranges. Its accuracy and effectiveness 


decrease significantly when the range of 
the target is increased, rendering it almost 
useless when firing at targets more than 
50 meters away. This weapon is also 
capable of discharging incendiary rounds 
as a form of alternate fire, making it a very 
powerful weapon. 




Fire one buckshot round 


Fire one incendiary round 


10 gauge buckshot shells 


Range: 


Short to Medium 


Primary Fire: 


Alternate Fire: 


Ammo: 


- CAS-14JUII0MATIC COMBAT SHOTGUN_ 


L CMP-32-MACHINE P4STOL 

Larger and more formidable than the CSP-19 pistol, the Machine Pistol is capable 
of full automatic firepower. Equipped by Sopot’s more experienced guards, this 

weapon can easily penetrate ooay-armor 
| and effectively neutralize most enemies 
at close ranges. 

..- - *—. 1 

T 

A A. a a a a a a a _ ~ 



Ammo: 

9mm bullets 

Range: 

Short to Medium 

Primary Fire: 

Fire rounds, automatic 

Alternate Fire: 

N/A 



miALfiHE-a? MAnHINE-PlSTflK_ 

Same as above, but with twice the firepower. 


I 

! 

' 


1 

r 


Ammo: 

9mm bullets 

Range: 

Short to Medium 

Primary Fire: 

Fire rounds from right weapon, automatic 

v Alternate-Fire: .. ' 

Fire-roundsrfrom left weapon, aut^Hris* *.* 

— r.i.vfRvvyi r Li-. — « * 

*'■ ' k : 

'V * ‘ J • ■ • • • 

' v *. r 

- 1 —r-. 

* " 

- r -~- *--—J 


CMRD-32 MAGNEJIC MIL DRIVER 


Developed by a secret R&D team of scientists hand-picked by Sopot, the Rail Driver 
fires metal slugs at extremely high speeds through just about any surface without 

losing significant velocity. When the ---- 

scope is engaged , this weapon also allows ~ .K 

the user to see through walls and target 
enemies. The Rail Driver has a long 
re-load time, but this weapon is very 
effective and deadly when equipped in 
experienced hands. 


Ammo: 


Metal Slug 


Range: 


Medium to Long 


Primary Fire: 


Fire one slug 


Engage Stope* —’* 
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N.I.C. W.^NANOTECH INDIVIDUAL COMBAT WEAPON 


The NICW is used primarily by Sopot’s most trusted, experienced and feared guards. I 
is capable of delivering extremely powerful 7.62mm automatic armor-piercing rounds 
in fearsome bursts, and can discharge 

grenades that explode on impact as an j K ? * “ ‘ '■ V* 

alternate means of fire. The NICW is able t j|£t 

to identify and target enemies from behind j 
walls. A customized HUD-device visually 

relays information to the user about the [j^B 0 BrTR/ 

nin uiu^kh_1_^ > 


7.62mm Rounds 40mm HV HE grenades 


Fire 7.62mm rounds, automatic 


Alternate Fire: 


Fire one 40mm HV HE grenade 


NGt-8 NANflT E CH 0BE NA DE4AUNCHEN 


The Grenade Launcher is the preferred weapon of Alias, the demolitions expert in Molov’s 
squad of elite, nano-enhanced super soldiers. It fires a single yet powerful Grenade that 
explodes 


on impact and is capable of taking 
out nearly everything unlucky enough to be 
caught in its blast. Because it can easily blast 
through many walls, floors and other 
surfaces, die Grenade Launcher is a useful 
weapon for finding alternate routes, secret 
rooms and blowing away enemy cover. 


Fire one impact-based grenade 


Alternate Fire: 


Fire one timed-based grenade 


- CSR-6(T SNIPER MFLE- 

Capable of bolt-action fire on! 
provides the user with pinpoi 
velocity offset that automatic? 
for any wind conditions prese 
weapon can inflict immediate 
wounds if a head shot is achie 
capable of penetrating both b< 
and lightly-armored vehicles. 

iy, this rifle comes standard with a UNVS-8 scope that 
nt accuracy on the battlefield. It also features a wind 

:nt. This E ! | 

fatal E J ! | 

ved. and i« L HHK-- | 

Ddy-armor X| 



Ammo: 

7.62mm armor-piercing rounds , 

Range: 

Short to Long 

Primary Fire: 

Fire one round 

Alternate Fire: 

Activate/deactivate the scope 



-£SM(M9 SIIMIPFI) MAPHINF RUN_ L _ 

uoniu iu jituiuLu ivntunfiic Hull 

The fully automatic silenced machine gun is a good weapon to equip if you prefer 
not to be heard. Silent and swift, this weapon is more accurate than the Machine 

Pistols, but not quite as powerful. It can — - | a — mmm —| - mmm - 1 

penetrate most body-armor and is most jjj ‘ ^ 

effective at close ranges. This weapon is a J 
favorite of tactical covert specialists, j J 



Ammo: 

9mm 

Range: 

Short to Medium 

r Primary Fire: 

Fire burst 

Aternate F!wh{ ♦'*- . 

n/a - - • - . ■ : »' 
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CAR-72 M1UTA#Y ASSAULT-RIFLE-_ 

Simdai- to the AK-47S from the past, this semi-automatic weapon is designed to offer all 
the benefits of a full-sized rifle in compact form. It is capable of firing a three round 
burst or a less accurate fully automatic 
onslaught. The high-velocity, armor-piercing 
shells inflict massive amounts of damage on 
unarmored targets and will exact noticeable 
damage on armored opponents as well The 
assault rifle is a standard-issue weapon for the 
-C ommonwealth soldiers .mrt gnmn 




Ammo: 

Range: 


Primary Fire: 
Alternate Fire: 



7.62mm high-velocity, armor-piercing rounds 
Short to Medium 


Fire 3 round burst 


Fully automatic fire 


.P.-WUJE ARE^AIUflmwmomiLE 


Th e WA.S.P. is primarily an anti-vehicle weapon. More powerful than the Grenade 
Launcher, the WA.S.P. fires a barrage of five armor piercing rockets. It has the 
ability to "lock on" to mobile vehicles and la uncha swarm of destr uct ion that will 
seek our and strike its target. The WA.S.P. is J 
used by Sopot’s heavily fortified ground 
troops and guards. 


i 



★ ★★ 3foT* 




Ammo: 


50 caliber, belt-fed 


Range: 


Long 


Primary Fire: 


Fire rounds, automatic 


Alternate Fire: 


Ammo: 


9mm bullets 


Range: 


Primary Fire: 


Short to Medium 


Fire rounds from right vyeapon, automatic 


N/A 


NCMG-44 ENHANCED MACHINE-GUN__1_ 

Sporting a higher rate of fire and larger ammunition clips than normal 
submachine guns, the NMG-44 Enhanced Machine Gun is an extremely powerful 
close-combat weapon. It is extremely rr ** 

heavily armored targets. 


|- JF 90 -HMG/BFHEAYY-SUPPRESSUM MACHINE-GUN J 


A terribly inaccurate but very powerful weapon, the HMG is 
weapon of Repta, the heavy-weapons specialist in Molov's squad, 
huge numbers of bullets in a very short 
when opponents are engaged at close 
range.'it is best equipped in situations 
where raw firepower and maximum 
suppression is required. 
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_ DUAL NCMC-41ENHJNCED MACHU 

Same as single equipped NCMG 44 Machine 

. . . 

IE GUNS_J 1 

Gun, but with twice the fire power. 

“ (I 


iffl 

Ammo: 

9mm bullets / 1 

Range: 

Short to Medium ■ 

Primary Fire: 

--—- | 1 1 

Fire rounds from right weapon, automatic 

Alternate Fire: 

Fire rounds from left weapon, automatic 



_ aPiRTl55_PfiECJSlQM SMIPER RIFLE 1 

Capable of firing explosive rounds at a semi-automatic rate, the NPSR-755 is a 
specially crafted weapon created specifically for Quill. Its devastating firepower 
combined with zoom capability and tactical combat data provide Quill with ; 

precision lethality. ■ 

1 

1 1 
} ■ 

Ammo: 

7.62mm armor-piercing rounds 

Range: 

Long | 

Primary Fire: 

Fire one round 

Alternate Fire: 

Activate/deactivate the scope, hold down for zoom ^ Jll 

- mas£L -- i II 


_ MKAP-97 ANTI-PERSONNEL WEAPON._ 

A favorite of interdiction forces worldwide, the MKAP-97 is extremely effective it 
saturating a strike zone with a bombardment of explosive bomblets. Heavy W^poti 
specialists can lock on to specific personnel and use the aiming reticule to carpfet the • ■ 

location with bomblets that explode shortly » - - ‘i 

after contact. Unarmored enemy personnel £ 

the blast are often 1 

eliminated from the combat engagement. This * I 

weapon is often used by Repta, the heavy- 

weapons specialist in Molov’s elite squad. £ JB| 

~ 1 


Ammo: 

15cm high explosive rocket canisters 

Range: 

Long 

Primary Fire: 

Fire bombs 

Alternate Fire: 

Fire sticky bombs 




mms 


Frag Grenade 

The Frag Grenade is a standard military issue grenade that emits a 
fragmentary blast when discharged. With a blast radius of several meters, it 
| is extremely effective against unarmored opponents. The Frag Grenade also 
' inflicts noticeable damage against armored enemies and vehicles. 

Incendiary Grenade 

I • The Incendiary Grenades emit a flammable blast when ignited. Anyone located 
I within the blast radius will become ignited and suffer long term negative 
effects. These grenades are most effective against foes who are not armored. 

j Shock Grenades 

he Shock grenades emit a high-intensity, short-duration burst of 
l . electromagnetic energy in a localized area. They are useful for disrupting 
f: electronic equipment and are known to cause neurological damage to 
unprotected human targets. 

Satchel Charge 

. This is a medium-sized, high explosive charge that attaches easily to a variety 
1 jo£surfa^s*ft is highly effective against structures, unarmored and ^smored 
; personnel, ^slvell as light vehicles 

1 *- * * * * 

For allGrenaae types, press the BEi button to throw a single grenade. Yojj 

adjust the arc and distance of your throw by changing the pitch on the y-axis. 

★★★ 33 ★★★ : 4 -l 


























































piss 



PHYSICIAN PROFU E j PROCESSING INFORMATION ! SHB.IFr.T iMPrii 




s ^^O p °L, !® E ^»Mf xxxxx xxxxx 


^MEDICAL RECORD 
.ESSING EXPERIMENT 


TANGIER 


Mil s«m44 


KtXr OF KIN: NONE 
urn SPECIAL SKILLS. STEALTH; ELECTRONICS 


DATE PROCESSED: 5_ /_ ,6 /_2II1_ SEX '/ALE Q C '^m^Q 

POE A1 riME Of PROCESSING 22 YEARS; 4 MONTHS; 14 DAYS 
10 


POSTPROCESSING 


118 LBS 


136 LBS 


SUBJECT WAS AMONG THE ADOLESCENT ORPHANS SHIPPED POST¬ 
REBELLION FROM THE ULTOR COMPLEX ON MARS TO THE COMMONWEALTH. 
BECAUSE OF HER DEMONSTRATED TECHNICAL EXPERTISE, SUBJECT WAS 
IMMEDIATELY ASSIGNED TO THE SOPOT INTELLIGENCE SERVICES. SUBJECT 
HAS DISTINGUISHED HERSELF IN DOMESTIC AND FOREIGN COVERT 
OPERATIONS. 

NANO-PROCESSING PROCEDURES WERE MODIFIED TO ENHANCE SUBJECT’S 
STEALTH ABILITIES. PRE-PROCESSING, SUBJECT DEMONSTRATED A STABLE 
BUT INTROVERTED PSYCHOLOGY. SERVICE FILES NOTEO MORE UNDERSTANDING 
OF TECHNOLOGY THAN PEOPLE. POST-PROCESSING, SUBJECT CONTINUED TO 
DEMONSTRATE A STABLE PSYCHOLOGY, BUT HAS BECOME EXTREMELY 
EXTROVERTED. ONE TESTER NOTEO THAT SUBJECT ATTEMPTED TO 
MANIPULATE HIM USING FLIRTATION AND SEXUAL INNUENDO. 

(NOTE: SUBJECT AMONG 56% OF PROCESSED EXHIBITING A VARIETY OF MEASURABLE 
PSYCHOLOGICAL CHANGES.) 


SUBJECT SLATED E v; 

eliiviinati|o^i 


score: 

RF2 DATA 
T0.217 Q 

TO-241 Q. 

TQ-275 ;Q 
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PROCESSING IHFffiMAmuH 



TO-217 


TO:24i 0. 


TO-275 


OTHER 


£?I?£ ,DENTIAL medical record 

NANO-PROCESSING EXPERliWcNT 


SUBJECT HUM8F9: ggg 
COOF NAME: SHRIKE 

UNIT 


SUBJECT NAME' XXXXXXXXXX 
*UT OF KIM: BROTHER: XXXXX XXXXX 
SPECIAL sums. TRANSPORTATION 


DATE PSOCESSED: 5 /_ 18 / 2J6I SEX «AL£ % p EVAtE a 

MONTH; 25 DAYS 

BY ST-RROCESSINO r 


EftMINEj < 


HEIGHT 


WEIGHT 


133 LBS 


t 148 LBS 


A 6-YEAR VETERAN OF THE ARMY AIR CORPS, SUBJECT IS A SPECIALIST 
IN ALL FORMS OF MILITARY TRANSPORTATION ANO HAS FOREIGN SERVICE 
EXPERIENCE. SUBJECT'S ABILITY TO THINK CREATIVELY HAS MADE HIM 
AN EXCELLENT CHOICE FOR A LARGE NUMBER OF HIGH-RISK OPERATIONS. 
SERVICE FILE NOTES THAT THE SUBJECT IS EDUCATED, SKILLFUL, AND 
CONFIDENT, BUT HAS NOT BEEN RECOMMENDED FOR PROMOTION DUE TO 
A TENDENCY TO 'CREATIVELY INTERPRET ORDERS.’ SUB1ECT FEELS THAT 
VOLUNTEERING FOR PROCESSING WILL GAIN HIM THE PROMOTION HE OESIRES. 

PRE-PROCESSING, THIS SUBJECT'S PSYCHOLOGICAL PROFILE INDICATED 
AN ABOVE-AVERAGE AND HIGHLY CREATIVE INTELLECT COUPLED WITH 
SUPERIOR PROBLEM-SOLVING ABILITIES. POST-PROCESSING. THE SUBIECT 
DEMONSTRATED FASTER REACTION TIMES ANO INCREASED BELIEF IN HIS 
MENTAL SUPERIORITY ANO PHYSICAL INVULNERABILITY. 

(NOTE: SUBJECT AMONG 56K OF PROCESSED EXHIBITING A VARIETY OF 
MEASURABLE PSYCHOLOGICAL CHANGES.) 


(SUBJECT SLATE 

IELIMINATI 


★★★ 36 ★** 


i 



s 

cc 

o 

1 . 0 . 

! 117 

i 1 

102 

X 


\ 


CD 

HEIGHT 

; 8'4" 

1 _ 1 

B'8 n 

T£ 


CO 

CO 


8 


Ui 

CO 

o 

cc 

WEIGHT 

; 287 LBS 

308 LBS 


SUBJECT NUMB?3: 530 
CCOf NAME: REPTA 


UHH 


mROF { 
-ORSOPOT i 

NEXT Of KIN: BONE - - 3 

SPECIAL SKILLS. HEAVY WEAPONS 


DATE PG9CIMFB: 5_ /_ 17 SEX WALE % PF VA^E Q UWOETETIUIMED Q 

AfiEJQ Ml OF PROCESSING: 32 YE * RS ; 11 MONTHS; 13 BAYS 


PRE-PROCESSING POSTPROCESSING 



SUBJECT'S SERVICE RECORD NOTES A HISTORY OF BERSERKER VIOLENCE, 
SEVERAL ALLEGATIONS OF INVOLVEMENT IN ATROCITIES. AND LOW IMPULSE 
CONTROL. THE SUBIECT WAS NOT ORIGINALLY SLATED FOR PROJECT 
SOPOT’S BLADE. HOWEVER, AT THE INSISTENCE OF SECRETARY OF OEFENSE 
MOLOV, UNDER WHOM THE SUBIECT HAS SERVEB FOR MANY YEARS, THE 
SUBJECT WAS INCLUDED IN THE PROJECT. SUBIECT EXHIBITS EXTREME 
LOYALTY TO COMMANDER MOLOV AND IS AMENABLE TO HIS ORDERS. 

POST-PROCESSING, SUBJECT EXHIBITED HEIGHTENED AGGRESSION AND 
REDUCED IMPULSE CONTROL. HIS LOYALTY TO COMMANDER MOLOV 
REMAINS CONSTANT. (NOTE: UNLIKE 99% OF SUBJECTS, PROCESSING 
MEASURABLY REDUCED THE SUBJECT'S 1.0.) (NOTE: SUBIECT IS AMONG 
THE 56% OF PROCESSED EXHIBITING A VARIETY OF MEASURABLE 
PSYCHOLOGICAL CHANGES.) _ 

I FOR 




. uuut 


SCORE; 


RF2DATA 

TQ-217 ,0 


TO-241 jQ.; 
TO-275 ;Q: 

TT? 






















































































o 

| COO 


N£ft 


ssmimis 


SUBJECTS 

CODE NAME QUILL 

M ffl i P Tff fft M I 

MSCHARGED | 


nip 


18/2161 «x 
AGE Al TIME OF PROCESSING: 26 YE * RS i 9 MONTHS; 3 


PRE-PROCESSING 


I.Q. 

! 120 

134 

i 

j 

HEIGHT 

1 

i 5'8" 

l _ — - 

6'4" 

1 

jj 

WEIGHT 

146 LBS 

I 

| 172 LBS 

V 1 

j 


SERVICE RECORDS NOTE THAT SUBJECT 
BEEN SUCCESSFULLY INSERTED 
ON FOREIGN SOIL. SUBJECT IS 
COMMENDED FOR HER COURAGE 
POLITICAL CONVICTIONS OR UNIT 
TO DO “WHATEVER IT TAKES” TO AUGMENT HER 

PROCESSING HAS IMPROVED THE SUBJECT'S 
ATHLETECISM AND COORDINATION. SUBJECT 
HER IMPROVED PROWESS AND THE ABILITY TO “THINK MORE CLEARLY.” 
(NOTE: THIS WAS THE ONLY SUBJECT WHO REPORTED TAKING PLEASURE 
IN THE TRANSFORMATION PROCESS.) (NOTE: SUBJECT IS AMONG THE 27% 
OF SUBJECTS WHO SHOW NO SIGNIFICANT PSYCHOLOGICAL CHANGE 
POST-PROCESSING.) 


OtHER 


SUBJECT SLATED FOR 

ELIMINATION 


AvTORVir F-Kj C.AN 




j PROCESSING INFORMATION j SUBJECT IMFORMPTinil 





SUSJFCT NI'MBErOI 


COOF NAME 


CONFIDEN 

NANO-PRO 


C HANGEL4[(W x $&Pft T j 

wxr Of KIN. EX-WIFE: XXXXK XXftX 


SPECIAL wiu* EXCELS IN ALL FORMS OF 

, ARMED COMBAT 

DATE PROCESSED:5 /14 /2161 S EX uit A „ 

/_ _ /_ -SEX /i. L 9 V/ll c Q UMOETSHMINED Q 

AOF Al Time Or PROCESSING: A5 TEARS; 4 MONTHS; 0 DAYS 



PRE-PROCESSING 

1.0. 

134 


J 

f 

HEIGHT 

6T 

j _ 

WEIGHT 

22$ LBS 

i_ 

- — - . 



POST-PROCESSING 

XXX+ 

6'3" 

246 LBS 


ARMY OF THE COMMONWEALTH COMMANOER AND OECORATEO WAR HERO, 
THE SUBJECT STRONGLY SUPPORTS THE CHANCELLOR'S PR06RAM FOR 
NAHO-TECHHOLOGY EXPERIMENTATION. RECENTLY APPOINTED TO THE 
POSITION OF SECRETARY OF DEFENSE, THE SUBJECT IS AN OUTSPOKEN 
ADVOCATE FOR THE CREATION OF A FORCE OF NANO-TECHNOLOGY 
ENHANCED SOLDIERS. 

THE SUBJECT WAS THE FIRST TO VOLUNTEER FOR PROCESSING. POST¬ 
PROCESSING. HE REPORTED TO CHANCELLOR SOPOT: ‘AMPLIFICATION OF 
PHYSICAL PROWESS AND COMBAT SKILLS ARE WELL WORTH THE EXTREME 
BUT TRANSIENT PAIN EXPERIENCED BY FIGHTING PERSONNEL 0URIN6 THE 
TRANSFORMATION PROCESS." 

(NOTE: SUBJECT AMONG 5651 Of PROCESSED EXHIBITING A VARIETY Of 
MEASURABLE PSYCHOLOGICAL CHANGES. SUBJECT DEMONSTRATES HEIGHTENED 
SENSE Of RESPONSIBILITY, ENHANCEO CONFIDENCE, AND INCREASED 
AGGRESSION.XNOTE: POST-PROCESSING, SUBJECT'S 1.0. ROSE RADICALLY) 

j SLATED FOR 


tOSv*'* A* *'£•{• AM 




39 ★★★ 




























































































—!!!£f. A l£g P FIIE - _i PRQCESSIKG INFORMATION SUBJECT INFORMATION 


NANO-fROC«»3^gjS^ gM T 

CODE NAME: ALIAS NEXT OF KIN: „„„£ 

0Nn SPft'AL «M.l$. DEMOLITIONS 

OATEPMCfcSSEC: 5 / 19 / 71fit sf* ua'-'S* , ^ 

~ /—?I®L. SEX 9 p cVAc£ LV.DE'.firir/INtj O 


ACE A1 TIME Of PROCfSS.NC 24 YEARS; 0 MONTHS; 1 DAY 



A 7-YEAR VETERAN OF SOPOT SPECIAL FORCES WITH FOREIGN SERVICE 

««. mm m mm ere mmum 

' *™ ,Ht MP0T " tMl ®f «U> RIEIERRV SERVICE FILES 

NOTED ABOVE-AVERAGE INTELLIGENCE. ABOVE-AVERAGE LEADERSHIP 

COMBAMRUIS^ L ° MLTlf ' AB ° V£ ' WEMSE C0UM6E ’ m MOVE-AVERAGE 



•RF2 DATA 
TO-217 


pre-procksing. this suoiect demonstrated a stadle psychology 

and WILLINGNESS TO COOPERATE WITH THE EXPERIMENT. POST¬ 
PROCESSING. SUBJECT CONTINUED TO DEMONSTRATE A STABLE PSYCHOLOGY 
FEES PEERSEI, „ K E.....E, PHVSKRL »0 REVERE S I 
•RS FREER I. USE IRERII ERE SERVICE IF IRE OmZZ, 

(NOTE: SUBJECT IS AMONG THE 27% Of SUBJECTS WHO SHOW NO SIGNIFICANT 
PSYCHOLOGICAL CHANGE POST-PROCESSING.) 



! IV B .i E £J slated for 

l ELllVlIIM/VTlOfU 

^T'vi-w.w 
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pint's C11-J d ITipo 


* Pav attention to incoming HUD messages. You might receive some 
valuable information. 

* Check your objectives often. Lf you get stuck, chances are you’ve 
neglected to fulfill an objective. 

* ^ you re low on health, find a safe place to hide. Alias can regenerate 
health after a short period of time. 

* Dont be afraid to blow up walls. This is, after all, the only game with 
Geo-Mod™ Technology. Who knows? You just might find a hidden area. 

f Become accustomed to strafing. Strafing back and forth from behind a 
\ safe-area is an excellent way to defeat some enemies. 

* \Frag Grenades begin their countdown to exploding from the moment 

they hit a surface. Proper timing is essential. 

* I^you’re out of ammo and have only a pistol to equip, use the alternate 
• fiije button to pistol whip opponents. 

Iiyou’re targeting a person and your reticle changes to a circle with an 
53 through it, don’t shoot! The targeted person is an innocent civilian. 


r For.further hints and tips on this game, ple^e^all 



available 24hrs a day, 7 days a week. 


*Calls cost £1 per minute at all times. Cost correct at time of printing, but 
subject to change. Please ask the bill-payer for permission before-calling. 
You must be age 16 or over to tfse“this servfce. Touch-tone telephone 
required. Available UK residents only. 
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Scott MacDonald .... Male Voice 2 
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Sreg Ellis.Male Voice 4 

Jerry DeCapua.Male Voice 5 
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Steve Barr.Male Voice 7 

Paul Goodman.Molov. E3 demo 

Jason Harris.Shrike, E 3 demo 

Motion Capture 
RedEy*S*d |0 * >|, 

Prerendered Cut9cenes 
^ondo Media- 
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THQ International warrants to the original purchaser of this THQ International product 
that the medium on which the computer program is recorded is free from defects in 
materials and workmanship for a period of ninety (90) days from the date of purchase. 
This THQ International software is sold "as is", without express or implied warranty of 
any kind resulting from use of this program. THQ International agrees for a period of 
ninety (90) days to either repair or replace, at its option, free of charge, any THQ 
International product, postage paid, with proof of purchase, at its Customer Service 
centre. Replacement of this Game Disc, free of charge to the original purchaser is the full 
extent of our liability. 

Please mail to THQ International Ltd, Ground Floor, Block A, Dukes Court, Duke Street, 
Woking, Surrey, GU21 5BH. 

Please allow 28 days from dispatch for return of your Game Disc. 

This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the THQ International product has arisen 
through abuse, unreasonable use, mistreatment or neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING OR 
| OBLIGATE THQ INTERNATIONAL. ANY IMPLIED WARRANTIES OF 

APPLICABILITY TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
I MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
* LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 

WILL THQ INTERNATIONAL BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THIS THQ INTERNATIONAL PRODUCT. THIS IN NO WAY 
AFFECTS YOUR STATUTORY RIGHTS. 


This computer program and its associated documentation and materials are protected by 
both National and International copyright law. Storage in a retrieval system, 
reproduction, translation, hiring, lending, broad-casting and public performances are 
prohibited without express written permission of THQ International. 

THQ International Ltd. 

Ground Floor • Block A • Dukes Court • Duke Street • Woking • Surrey • GU21 5BH 

If you are experiencing technical problems with this game, 
please contact THQ UK technical support: 

Telephone 

870 608 0047 ] 



[+44 ( 0 ) 


(narional/intemational call rates apply). 
Mon - Fri 08:00 to 19:00 GMT 
Sat - 09:00 to 17:00 GMT 


I 


Online 


; VTslt the wW.ihq.co.uk wabsite and click on Support. 
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MEMORY CARD - 

(muistikortti) -paikka 2 

MEMORY CARD - 

(muistikortti) -paikka 1 


l 

ruSB-liitfintft- 

i.LINK (IEEE 1394)-liit&nt& —J I 

ohjainportti 1 ——- 

ohjainportti 2-1 f 

PLAYSTATI0N®2-K0NS0LI 

Asenna PlayStation®2-tietokoneviihdekeskus sen omien kayttoohjeiden 
mukaan. Varmista, etta virta on kytketty konsolin takaosassa sijaitsevasta 
MAIN POWER -kytkimesta (virtakytkimesta). Paina (!) /RESET-nappainta, 
Sen jalkeen kun (!) -merkkivalo on syttynyt, avaa levyasema painamalla 
= -nappainta. Aseta Red Faction® II -levy levyasemaan nimipuoli ylospain. 
Sulje levyasema painamalla uudelleen = -nappainta. Kiinnita peliohjaimet 
ja muut tarvittavat oheislaitteet asianmukaisesti. Ei ole suositeltavaa irrottaa 
tai kiinnittaa lisalaitteita silloin, kun virta on kytketty laitteeseen. Varmista 
ennen pelin aloitusta, etta muistikortissa (8Mt) (PlayStation®2) on riittavasti 
muistitilaa. Seuraa ruudulla nakyvia ja taman kayttooppaan sisaltamia 
ohjeita ohjelmiston kaytosta. 
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ANAL06ISEN OHJAIMEN (DUALSH0CK®2) OLETUSASETUKSET 

(oletusasetukset pelin aikana) 


VALIKKO-OH JAIMET 

Seuraavilla ohjaimilla voi selata valikkonaynoja: 




L2—nappain— Heita kranaatti 
L1~nappain— Vaihtoehtoinen ase 


-R2-nappain— Hyppy 

Rl-nappain —Ensisijainen ate 


suuntanappaimet 

t —Tarkista kohteen tila 

—Ota yonakolaitteet kayttoon/ 
pois kaytosta 

4 "—Edellinen kranaattityyppi 
^—Seuraava kranaattityyppi 

vasen analoginen sauva— Pelaajan_ 

liikkuminen (L3-nappain alas painettuna) 
L3 —Kyyristy 

SELECT-nappain (valinta)— Options — 
(Asetukset) -valikko 

ANALOG-tilan kytkin 



A nappain 
O nappain 
X nappain 
D nappain 


A nappain —Lataa uudelleen 
O nappain —Seuraava ase 
X nappain loiminta/Kayta 
CD nappain Edellinen ase 


START-nappain (aloitus)— Tauko- 

oikeaJanilflginen sauva— Nouse/Kaanny 

(R3-r?5rtfe^s painettuna) 


—Mr?—' 

HUOM/ Nama ovat oletusohjaimia, joilla ohjataan Aliasta, 


kun pelaaja eteneejalan. 


Voit yiukauttaa ohjaimet valitsemalla Main Menu 
(Piiiivalikko) -valikoftafnsin "Options"(Asetukset) ja 
seumavaksi "Controller'^Ohjain).. 


i££— 




★ ★★ 


Korosta valikkovaihtoehto: 

suuntanappain tai vasen analogijfefi^J^P^^ " 1 ^ 

Valitse korostettu kohde: 

^ .. 

© nappain 

Peruuta/Palaa edelliseen valikkoon: 

© nappain 

DEFAULT CONTROLS 

© nappain 

Toiminta/Kayta 

® nappain 

Edellinen ase 

® nappain 

Seuraava ase 

© nappain 

Lataa uudelleen 

EDI nappain 

Ensisijainen ase 

Bl nappain 

Hyppaa 

Bl nappain 

Vaihtoehtoinen ase 

EEl nappain 

Heita kranaatti 

L 3 nappain 

Kyyristy 

suuntanappain f 

Tarkista kohteen tila 

suuntanappain 4 

Ota yonakolaitteet kayttoon/pois kaytosta 

suuntanappain 4- 

Edellinen kranaattityyppi 

suuntanappain -4 

Seuraava kranaattityyppi 

vasen analoginen sauva 

Pelaajan liikkuminen 

oikea analoginen sauva 

Nouse/kaanny, 

► nappain 

Tauko | 

- - , 

_ 

Asetukset-valikko 

~ *V J 

— 

- --- 


;hv 

[- 
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MEMORY CARD-plats 
(Minneskort) 2 • 

MEMORY CARD-plats - 
(Minneskort) 1 


TUSB-anslutning - 
Anslutning f&r I-lANK - 
(IEEE 1394) 
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It 
1 1^ 
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handkontrollsport 1 - 
handkontrollsport 2 



(l>/RESET-knapp 

(Aterstflllningsknapp) 


PLAYSTATI0N®2 BASENHET 

Installera ditt PlayStation®2-underhallningssystem enligt instruktionerna i 
instruktionsboken. Kontrollera att huvudstrombrytaren (finns pa baksidan 
av basenheten) ar paslagen. Tryck pa (!) /RJESET-knappen. Nar C!) -indikatom 
tands trycker du pa £ -knappen, och skivfacket oppnas. Lagg Red Faction® 
II-skivan i skivfacket med etiketten uppat. Tryck pa £ -knappen igen sa 
stangs skivfacket. Anslut spelkontrollerna och andra tillbehor pa lampligt 
satt. Du bor inte satta i eller ta ur tillbehor nar strommen ar paslagen. 
Kontrollera att det finns tillrackligt med ledigt utrymme pa ditt memory 
card (minneskort) (8MB) (till PlayStation® 2 ) innan du borjar spela. Folj 
instruktionerna pa skarmen och anvand den har instruktionsboken om du 
vill ha information om hur du anvander programmet. 





KONflGURERINGAR AV ANALOG HANDKONTROLL 

(spelets standardkonfiguration) 

L2“knapp— Kasta granat - -- R2“knapp— Hopj 

Ll-knapp— Vaxla mellan vaperv. Jr- RHnapp-Framsta 


riktningsknappar 

t —Kontrollera millets status 
^ —Koppla pa/bort morkerseendet 
4*—Foregaende granattyp 
—Foljande granattyp 


A “knapp 
O “knapp 
X “knapp 
□ -knapp 


vanster analog spak— Spelarens- 

rorelser (L3—knapp nedtryckt) 

L3 —Ga hopkrupen 

SELECT—knapp —Options (altemativ)-meny 

hrytare for ANALOG-laget - 

START—knapp —Paus - 

hdger analog spak— Sta upp/Vand - 

(R3-knapp nedtryckt) 


A "knapp—Ladda om 
O “knapp Foljande vapen 
X “knapp —Action/Anvand 
□ “knapp Foregaende vapen 



OBS/ De hdr dr standardkontrollema for att styra Alias, nar 
han ror sig till fots. 


NOTE: 


Du kan andra kontrollema via Main fAenu (huvudmeny ) 

att forst vdlja "Options" ( aHemativ ) och sedrtn: ‘ O * 

•Her (fcontrgIQ. 


... V 

• , ! 
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MENYKONTROLLER 

Anvand foljande kontroller for att navigera i menyerna: 


Markera menyval: 

Riktningsknapp eller vanster analog spak 

Valj markerat menyval: 

© -knapp 

Avbryt/Ga tillbaka till foregaende meny: © -knapp 

STANDAROKONTROLLER 

© -knapp 

Action/Anvand 

<■> -knapp 

Foregaende vapen 

® -knapp 

Foljande vapen 

© -knapp 

Ladda om 

Ell -knapp 

Framsta vapen 

EE1 -knapp 

Hoppa 

BO -knapp 

Vaxla mellan vapen 

■O -knapp 

Kasta granat 

L3 -knapp 

Ga hopkrupen 

riktningsknapp f 

Kontrollera malets status 

riktnitfgjjuupp * 

Koppla pa/bort morkerseendet 

riktningslitipp*- 

Foregaende granattyp 

riktningsknapp-* 

Foljande granattyp 

vanster analpg-spak 

Spelarens rorelser 

hoger analog spak 

- - 

Sta upp/Vand 

■ 

.► -knapp , . ! 

Pa us 


Menyn^temativ 

** ' *f p ‘ ' 
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Customer Service Numbers 

• Australia - i 902 262 662 

$1.99 per min Please call these Customer Service Numbers only for PlayStation Hardware Support. 

• Osterreich - 0820 500 535 

0.145 €. Be. alien Fragen rund urn die PlayStation kontakt.eren Sie bitte den Kundenservice 

• Belgique/Belgie/Belgen -- oil 516 406 

National rate Veuillez appeler notre service clientele 4 ces numfcos seulement pour une assistance techmque concernant la PlayStation 

. Danmark -- 26 68 00 

Free Du bedes r.nge til dette kundeservicenummer for support til din PlayStation. 

• Suomi - 09 4764460 

Free Soita naihin asiakaspalvelunumeroihin vain PlayStation laitteistotukea varten 

. France - -- 0 820 31 32 33 

Prix d un appel local ouvert du lundi au Samedi Veuillez appeler notre service clientele 4 ces numeros seulement 
pour une assisitance technique concernant la PlayStation. 

• Deutschland - 01805 766 977 

0.12 € Bei alien Fragen rund urn die PlayStation kontaktieren Sie bitte den Kundenservice 

• Hellas — --- 00 301 677 7701 

National rate. rtopoKaAoupc va xaAcirc outO to TnAtqxuva E(unqptTqonq ncAaruv povo yia tcxvikh unoarrlpiEq yia Tqv kovooAo PlayStation. 

• Ireland -- 0818 365065 

National rate. Please call these Customer Service Numbers only for PlayStation Hardware Support. 

• Israel - 1 800 390 900 

National rate Please call these Customer Service Numbers only for PlayStation Hardware Support. 

• Italia - 848 82 83 84 

National rate Chiamare i numeri dellassistenza client) solo per probemi tecnici riguardanti I'hardware della PlayStation. 

• Malta - 344700 

National rate. Please call these Customer Service Numbers only for PlayStation Hardware Support 

• Nederland - 0495 574 817 

National rate. Wij verzoeken u deze klantenservicenummers alleen te bellen indien u advies wilt vragen over PlayStation apparatuur. 

• New Zealand - 09 415 2447 

National rate. Please call these Customer Service Numbers only for PlayStation Hardware Support. 

• Norge - 820 75 050 

Free Please call these Customer Service Numbers only for PlayStation Hardware Support. 

• Portugal - - 707 232310 

0.109 € Bor favor, contacte os seguintes numeros do nosso Setviqo de Atendimento ao Cliente se liver alguma 
duvida ou problema com qualquer produto de hardware PlayStation 

• Espana - 902 102102 

National rate. Por favor, llama a los siguientes numeros de nuestro Servicio de Atencidn al Cliente si tienes 
problemas con cualquier producto de hardware relacionado con la PlayStation. 

• Sverige - 08 587 822 40 

Free. Vanligen ring foljande kundtjanstnummer enbart om problem uppstir pi PlayStations programvara 

• Schweiz/Suisse - 0900 55 20 55 

National rate Kinder und Jugendliche sollten vor dem Anrufen der Hotline die Eltem Oder Erziehungsberechtigen urn Erlaubnis fragen. 

Veuillez appeler notre service clientele a ces numeros seulement pour une assisitance technique concernant la PlayStation. 

• UK - 08705 99 88 77 

National rate. Please call these Customer Service Numbers only for PlayStation Hardware Support 


//» 


★ ★★ 53 


























































PlayStation.2 


MW. WO. CO . LJK 

The names of all World Wrestling Entertainment™ televised and live programming, talent names, images, likenesses, slogans and 
wrestling moves and all World Wrestling Entertainment™ logos are trademarks which are the exclusive property of World Wrestling 
Entertainment. Inc. © 2002 World Wrestling Entertainment. Inc. All Rights Reserved. 

Game and Software © 2002 THQ/JAKKS Pacific LLC. Used under excldsive license by THQ/JAKKS Pacific, LLC. Developed by YUKE'S CO., 
Ltd. YUKE’S CO. and its logo are trademarks of YUKE'S CO., Ltd. JAKKS Pacific and the JAKKS Pacific logo are trademarks of JAKKS 
Pacific, Inc. THQ and the THQ logo are registered trademarks of THQ Inc. All Rights Reserved 

SLES/51133 

"PlayStation' ‘ A O X D" and ‘DUALSHOCK* are registered trademarks o» Sony Computer Entertainment Inc Al Rights Reserved 





